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Statement of the Problem
It is very often that parents and educators find themselves running out of words
when it comes to explaining a sensitive topic to a child. Such topics include but are not
limited to sex, abortion, adoption, pregnancy, divorce, drugs, and disease. A computer
based game has been designed to help parents and educators address such sensitive topics.
This software package consists of a series of two dimensional animations. All of the
animations belong to the same story, which as it progress, gives the player the opportunity
to make diverse decisions. Each decision leads the player through a different path, hence to
a different conclusion. A brief example of what the game could be like, has been
implemented using a variety of software packages available on the Mac platform. The
purpose of this report is to document the making of the implemented piece and the
conclusions derived from it.
Significance of the Problem
Talking to kids about drugs can be challenging, just as challenging as talking to
them about pre-marital sex or any other sensitive topic. When trying to discuss such topics
with a kid, many questions come into an educator or a parent's mind. Such questions
include: What is the perfect age for a kid to be exposed to such topics? What is the best
method to present them?What is the best way to start? i.e. Should the parent approach the
kid? Or wait to be approached and then react accordingly? As parenting is a complex job,
any advice and support can be very helpful.
As the number of school districts who look at computers as an important learning
tool increases, the need to understand this technology's impact on improving a student's
achievement becomes even greater. As a new media artist, I am offering, through this
project, a new way of exploring the world. With this project, I invite parents and educators
to explore what is going on in today's culture and how it can affect children. Helping a
child discover his/her role in life and the impact that their decisions make on their future,
can lead to the building of a solid knowledge base in a child's mind. This knowledge is one
of the greatest gifts that can be given to a kid by his/hermentors.
When facing a sensitive question, one may wish to give a truthful response, but,
may also feel that the child is not ready
for such details. Both points of view are valid, the
adult should provide only the amount of truth that a child can deal with. Telling the truth
doesn't mean telling all, itmeans starting with simple facts, then adding inmore knowledge
as the child grows up and hence can handle more complex information. It is useless to give
a child sophisticated explanations when simple ones can be satisfactory. Keeping the
channels of communication open throughout childhood and into adolescence is one of the
most important roles of parents, and it is up to the parents to make the effort.
Parents who are open, responsive and frank encourage self-esteem, balance, and
fairness in their children and give them the space to think, weigh options, decide and act
responsibly. This healthy dialogue between parents and children has to begin early and
should continue throughout their life time. Parents are children's first educators, and all
their learning, including sex education, starts at home. Parents find themselves wondering
if information, specially about sex and drugs can harm their kids, and may hold back for
fearing that giving the facts could encourage the kids to experiment. Contrary to what many
people fear, children who have been given information about sex don't necessarily focus
on sex or embark on early experimentation, but keep it in perspective as a normal part of
life. This theory applies equally to all other subjects that are generally seen as controversial,
such as alcohol and diseases. There are always difficult moments when words are hard to
be found and explanations are elusive, so being prepared is the best thing an adult can do.
Working on this project allowed me to apply my artistic and design skills as well as the
technical expertise that I gained over the last year of the master's degree. Such an
application capitalizes on the recreational nature of computer games to achieve pedagogical
goals.
In today's world, computer games are making history. They are popular because
they can be played interactively. As humans, we start playing
when we are kids. Games are
part of the growing up experience. The learning experience, in many cases, can get boring;
so why not take advantage of those things that children enjoy and use them for their own
benefit?
Limitations
This Educational Software Sample is available on theMac platform, and it has been
proven best to run properly on an Apple computer 8600. It has been designed and created
for children whose ages range between 8 and 1 1 years old. An age-group in which kids
expect straight answers to their questions, answers that might increase in complexity as
they grow up. In this game, the terms are simple and the situations it represent are easy to
relate to. The player learns through his own virtual experience when experimenting with the
different consequences of their decisions. Such decisions are similar to those that they
might take one day in the real world.
Assumptions
In order for this learning experience to be successful, it is assumed that the software
user will be in the intended audience group age and computer literate. Adult supervision is
not considered necessary, but desirable as the different topics have been addressed
carefully. However, it is recommended that an adult play the game before, to be aware of
how the different topics are handled, before deciding to give it to their kids. The game's
main goal is to help parents and educators discuss certain topics with kids, not to replace
them.
Definition of Terms
Animation A sequence of images that represent a particular scene or episode in a story.
Beta Software Testing stage software.
CAI Computer assisted instruction.
Computer Literate Basic computer knowledge required.
Display Window Area of the computer screen where actions take place.
Educational Software Computer based learning tools.
Figurative Process The growth of intelligence through mere instruction.
GUI Graphical User Interface.
Inappropriate Material Material or behavior that is viewed by the majority of the
society as objectionable, harmful, distasteful or disturbing.
Interaction Relation in which two subjects are providing and expecting responses from
the other.
Interactive Multimedia Computerized data base that allows users to access information
in multiple forms, including text, graphics, video and audio. In it, the quality of interaction
is determined by the skills and experience that the viewer has with the medium and the
degree to which the medium has been designed to support the interaction.
Lingo Scripting language used inMacro-media Director.
Mac AppleMacintosh Computer.
Macro-media Director Software package widely used for computer based animation
and interactive projects.
Multi-media A wide range of mediums in which people communicate a certain idea or
message to others.
Navigation Map A guide that represents the different possible routes to go from a
starting point of interest to another point.
Operational Process The growth of intelligence through the operating mind.
Pedagogical Goal Educational purposes.
PC Personal computer.
Platform A computer's operating system.
QA Quality assurance.
Sensitive Topics Or sensitive material, is a subject matter that may cause discomfort
when discussing it with other individuals. The degree of discomfort varies from one person
to another.
Scripting Language A programming language that consist of a series of instructions that
organize the flow of events in a particular computer program, game, or animation.
Simulation A teaching strategy used to reinforce instruction. It presents a sample of a real
situation and can offer genuine practice at solving real problems. It can present the facts and
rules of a situation in a realistic manner without the limits of time, distance, safety, and
cost.
Staging Window An area in the display window where events take place.
Virtual Reality Display and control of a scene in a computer screen that allows the user
to interact within a virtual world or a virtual situation.
II
REVIEW OF THE RELATED LITERATURE
Adolescents Sexuality and Substance Abuse
Since the mid-1980's, the debate over teen sexuality has increasingly been shaped
by the spread of HIV/AIDS and the increase in teen unmarried pregnancy. In a similar
way, substance abuse has proliferated as a national health problem over the past quarter
century. The fallout from these social problems has prompted public policy experts,
teachers, parents and teenagers themselves to examine the issues of teenage sexuality and
adolescent substance abuse more closely. According to David Bender and Bruno Leone, in
their book "Teenage Sexuality", it has been concluded that the increase in this activity is the
result of a number of changes in American society. Changes such as the lack of parental
supervision in the after-school hours. The lack of parental supervision is clearly an
invitation to experiment new possibilities. This, and the absence of clear guidelines provide
both
,
freedom and confused anxiety. 2
The psychologist Sol Gordon, professor emeritus at Syracuse University and a well
known expert on sex education, argues that quality sex education is necessary to help
teenagers deal with their sexuality.
Incredible as it may seem, most opposition to sex education in the world is based in the
assumption that knowledge is
harmful.2
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Sex education in public schools has remained a controversial issue for over two
decades. Critics of sex education argue that teaching students about sex causes them to
experiment, while supporters counter that information about reproduction is necessary to
combat unwanted pregnancy and sexually transmitted diseases.
Jean Piaget : Levels of Morality
Jean Piaget, a cognitive developmentalist, defined the central problem as how
children evaluate moral situations. He was relatively unconcerned about moral behavior and
the reasons behind it. But, in 1965, he proposed two levels of morality: a morality of
constraint and amorality of cooperation. Two levels of moral development that change as a
child grows. The morality of constraint is the morality of the young child who submits to
the commands and rules of adults. The morality of cooperation is the second stage in which
the child as an individual is motivated to serve his own interests by engaging in reciprocal
relationships with others.
As a child becomes more sophisticated cognitively, he also becomes more able to
reason objectively. But, there is a potential gap between moral reasoning and moral
behavior. A person will not necessarily avoid doing something because he considers it as
wrong, he will do it and admit that is not the ideal course of action, but will still do it. This
indicates that it is not always possible for an individual to justify and rationalize his/her
behavior in a moral manner.
Jean Piaget : Theory of Thinking
Piaget was a scientist, an investigator, who demonstrated that the optimism implied
by the ideals of freedom and social democracy is grounded in the psychological and
biological nature of human knowledge itself. Based on this knowledge, he stated his
'Thinking Theory'. Piaget's Thinking Theory deals with the nature and development of
thinking. A unique principle in the theory centers around the word 'interaction'. The word
interaction usually refers to the existence of two or more given factors which together
influence a third factor. In Piaget's interaction theory, those three factors are sense heredity
and physiological maturation which interact with environment in the development of a
child's native intelligence, but are not the primary causes of his development. They are
themselves subordinated to a regulatory mechanism of growth within the intelligence itself.
Piaget calls it the factor of equilibration, and it is a fundamental part of his entire theory.
The School for Thinking
Based on Piaget's Theory, the psychologists Hans G. Furth and Harry Wachs
started a project in 1970 in Charleston, West Virginia, called The School for Thinking.
In the principles of The School for Thinking, Dr. Furth and Dr. Wachs
stress the importance of providing a multitude of stimulating activities so that a child
has opportunities to develop and exercise a behavior both in areas for which he has
strong predisposition and in areas where he might be less gifted. They emphasize
individual differences and make instructive use of them as they are crucial aspects of
the program.5
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Those activities are often referred to as games. Games, that are characterized by the
child's spontaneous involvement, are a thinking process. They also have an important
intellectual and biological function, which advances the child's mental, physical and
emotional growth.
When a child is encouraged to participate in a problem solving game that is neither
too easy nor too difficult for him, he does not get bored because he is thinking at a
personally challenging level and is encouraged by bis own success. Based on this theory,
Piaget analysis the conditions under which active experiences become a source of
intellectual development. The structure focuses on the child's intrinsic motivation.
Therefore, what counts, is the child's own activity and that high-level functioning is his
own reward.
The authors of the School for Thinking make the assumption that the primary
overall purpose of education is the acquisition of knowledge, holding that
'thinking'
is the
chief source of all knowing. Since intelligence is nothing other than the capacity for
thinking, the goal of the School for Thinking is 'intellectual health'.
Children should not play unassisted, but with a teacher or parent coaching
throughout the game. This adult should help the player maintain concentration, but
without imposing their own interpretation or solution to the situation. As part of what the
theory preaches it is important to emphasize that the correct answers should be discovered
rather than instructed. A good instructional game should allow the children's thinking skills
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to develop naturally in response to the games. They should not give the children the
'right'
answer. Children should be encouraged to auto evaluate their own responses. Indeed,
"Teaching is helping someone to learn
something" 5
In the overall program, the activities are directed toward encouraging the children to
experience another person's viewpoint. Piaget's insistence on the unity of intelligence that
deals with the physical and the logical world, is not different than the intelligence that deals
with the social world. A child cannot develop one without the other.
Learning Styles
"Computers can support and are supporting a range of teaching and learning
styles." n
Knowing what kind of approach is best suited to a particular child, one can create
the most meaningful education experiences and make them fun in the process. There are
several learning styles or approaches. A learning style is a method that a person uses for
acquiring knowledge. Every person learns in his/her own unique way. A learning style is
not what a person learns but how. Children gain knowledge and internalize what is being
taught to them in a way to which they can best relate. Discovering a child's learning style is
discovering how to teach him/her more effectively. Many educators have always known
that exciting educational experiences occur when a teacher engage children through a
variety of approaches. Many theories have been developed in the fields of education and
psychology to explain how people think and learn. One celebrated theorist is Harvard
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University's Howard Gardner. In his 1983 book, "Frames of Mind: The Theory of
Multiple
Intelligence"
Dr. Gardner speculates that individuals don't have one fixed way of
developing intelligence, but at least seven different ways that can be natured over time.
According to Dr. Gardner's theory, there are seven predominant ways of learning:
Physical: Learners who relate best to the world through their hands and bodies.
Intrapersonal: Learners who relate best to the world on an independent basis and
through introspection.
Interpersonal: Learners who relate best to the world through their interactions with
others and understanding of how people work together.
Linguistic: Learners who relate best to the world through language.
Mathematical: Learners who relate best to the world through reasoning, numbers,
patterns, and sequences.
Musical: Learners who relate best to the world through rhythm and sound.
Visual: Learner who relates best to the world through pictures and images. 7
Every individual is able to relate to the world in all of these different ways,
therefore, every person has the capacity to use every learning style. However, it is common
that an individual uses one or two styles that works best. A computer game allows children
to explore different learning paths, or what is even better, it helps them find the one that fits
them the most.
Students learn by playing games. They enjoy themselves more while they are
playing than when they are not, so whatever they learn is gained with enjoyment. In their
book "Study of
Games"
Avedon and Sutton-Smith quote what once E. P. Holland, an
American behavioral scientist, wrote in his book "Principles of Simulation":
People learn by experiencing the consequences of their actions, and
traditional teaching methods are not geared to provide opportunities to learn how to
make decisions and solve problems in a complex society. Simulation games present
approximations of various facets of modern society, so that a person can gain some
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insight in a controlled situation rather that get it the hard way from uncontrolled
experiments in the real world, with irreversible effects. l
Generally it is important to recognize how technology can help expand
opportunities for children all over the world by improving their skills, maximizing their
potential and making them ready for the 21 St. century. Specifically, it is also important to
recognize the role that computers are playing in the education of infants and young
children, and how they can enhance early learning experiences.
Computers are useful devices for getting and holding students interest and attention.
Computer games for children should be easy to use while promoting a child's learning and
personal growth, soliciting and sustaining a child's involvement, evaluating the child's




Maria Montessori once wrote : Computer assisted instruction is based on
scientific research of the learning process. The speed of the computer's response to the
student's answers is highly effective in retaining the given information in the student's
mind. The flexibility of the computer to choose program branches according to the
answer pattern of the student makes it possible to individualize the learning process.
The combination with graphic and sound includes all the benefits of audio-visual
teaching materials. For all these reasons the computer is a marvelous tool, when a
certain piece of information is to be learned. 9
Maria Montessori's material avoids hidden machinery. This became particularly
clear between educators, as she publicly criticized audio, visual and programmed methods
of teaching. But, she had asserted that by simulation, a child has a chance to explore and
understand reality. Montessori, as well as Piaget see the importance of the child learning
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process, not so much in filling the mind with information, but rather constructing that mind
by working as its builder. Jean Piaget, whose view on the learning process of a child is
very similar to Montessori's, uses the term 'operational
processes'
to describe the growth





A study that investigated what children learn from using educational computing
software in an informal social setting was conducted. Data were obtained from hundreds of
elementary schools in North Carolina. The results reveal that children who used educational
software were more willing to learn content knowledge about computer literacy,
comprehension skills for understanding instructions, planning skills for learning new
games, and some basic academic skills, than children with no computer game exposure.
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Technology
Issues concerning how people learn and appropriate knowledge are very
much the focus of attention today. Technological, economic and social development
have resulted in more sophisticated work processes that require a broad range of skills
of a technical as well as interpersonal nature. Moreover, knowledge and information
have become prominent features of life in general, we expect citizens to acquire at least
certain degree of computer literacy and to be able to orient themselves in a complex
world by using the resources offered through modern information technology. Such
technology is also rapidly changing the ways in which information is distributed in
society. Schools, for instance, have to accommodate to the new resources available.
The traditional textbook, the core of modern schooling, comes of age rather quickly,
but new information on almost anything can be collected from database available on the
internet, on CD ROMS or through other channels.
n
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The introduction of technologies into human activities, and the use of such
resources for learning and for the mastery of complex activities, is nothing new.
Throughout history, people have sought to develop technologies to help them solve
intellectual as well as practical problems. To some extent, this is almost a defining feature
of the human species: the ability to create a broad range of powerful technologies
transforming life conditions in almost any setting. Throughout history, there has been a
continuos creation of devices and technologies that have changed the mode in which we
communicate and use our intellectual resources.
In one guise or another, computers have become almost ubiquitous over the
last quarter of the twentieth century, and one of the things that is clear about the
twenty-first century is that computers will play an increasingly significant role in both
our leisure environments and our working lives. Consequently, learning to live and
work with computers must figure amongst the more obvious 'attainment
targets'
of
any contemporary educational curriculum.
n
Computer Games : A Virtual Reality Experience
In recent years, it has become generally accepted that games are closely
related to two other types of exercise, namely, simulations and case studies. A
simulation can be defined as an operating representation of central features of reality.
This definition again identifies two essential features that must both exist before an
exercise can reasonably be described as a simulation. It must represent an actual
situation of some sort -either a situation drawn directly from real life, or an imaginary
situation that conceivably could be drawn from real
life- (invasion by extraterrestrial
beings, for example)
3A case study, on the other hand, can be defined as an in-depth
examination of real-life or simulated situation carried out in order to illustrate special
and/or general characteristics. 'Game based on
simulations'
are games built around an
on-going representation of a real-life or imaginary situation of some
sort.3
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The purpose of a computer game is to stimulate the player to convey a particular
goal. Those with educational and training purposes are used as a vehicle for interaction or
feedback. As a profession, education is responding powerfully to the notion of virtual
reality curriculum. Educators seem to have an instant understanding of the learning
potential that well-designed virtual experiences could offer to students. Basically, virtual
reality allows educators to act as judges or as 'gods', creating new realities and magical
worlds with educational Utopias where all students learn. Virtual reality's major change in





The main objective of this section is to present in detail the procedure that was
followed from beginning to end to complete this project
Definition of the Problem
In order to obtain the needed information for this project, a brain-storming session
of ideas that were going around in my head was conducted. Based on this session, a
statement of the problem to be solved, goals, and benefits of the project were derived.
Then, a path to follow was set. Such a path determined what software to use and the
degree of expertise necessary for successful completion of this project. Using all of the
gathered information and thoughts, a thesis proposal was written and approved. See
appendix A for a copy of the proposal. At this point, and before starting the
implementation stage of the project, a more detailed and comprehensive literature, reseaich
was conducted. Such research included, books, internet sites, previous thesis projects, and
other children games. Such research helped add more focus to the project, which led to the




Before starting any implementation work, the full project was divided into smaller
sub tasks. A time table that included target dates for completing each sub-task as well as
the entire project, was developed. See appendixA for a copy of the developed time table.
The first sub-task was to write the main plot of the game. See appendix A for a
copy of the plot. In developing this plot, the main characters of the game were defined and
drawn on paper, and then on a computer. See appendix C for a copy of the characters.
The second sub-task was the development of the navigation maps. See appendix B for a
copy of the maps. Then, the story board was conceived. See appendix A for a copy of the
Story Board.
The third sub-task focused on the design of the game's main display window. See
appendix C for a copy of the display window. The main display included a region of
interest area where the game's different events took place (staging window) . See appendix
C for a copy of the staging window. The different graphical user interface (GUI) buttons
were laid out outside this region but within the game's main window. Astral elements were
used for the GUI's buttons as they are interesting and fun. See appendix C for a copy of
the GUI buttons. Then, the staging window's different backgrounds were developed to
match the games different episodes before any of the characters were added. Finally, this
sub task concluded by adding the previously implemented characters to the different
episode's backgrounds as appropriate.
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A fourth, long and tedious sub-task, was the recording of sound. Scripts,
previously written, for the narrator and the characters were recorded along with the music
that was to be used in the introduction and throughout the game as it progressed.
The fifth sub-task consisted of associating all of the image frames with its
corresponding sound clip. This sub-task was achieved usingMacro-Media Director, which
is a multi-media software package. This software package included a basic scripting
language called lingo which facilitated the synchronization part of this sub-task.
Although after completing each sub-task a minimal amount of testing was
conducted, a separate testing i.e. quality assurance (QA) sub task of the whole game was
conducted. This was done to achieve two goals: first, catch any software malfunctions
(internal testing) , and second, add any possible enhancement based on the game's intended
audiences feedback's (customer testing, i.e. beta software). The first goal was achieved by
playing the game using every path possible based on the game's navigation map. Errors
were found and corrected. The second goal was achieved by presenting the game to
different kids to play with it, then they were asked for their opinion on it. Based on this
feed-back, minor cosmetic changes were implemented.
Design Considerations
The design of effective computer screens requires knowledge of its characteristics
and properties, an artistic sense of balance, creativity, and sensitivity to the people who are
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viewing the screen. An important design parameter, especially for computers is the
resolution. Images with high resolution are smooth and look natural. The resolution that
should be used, varies accordingly to the different systems.
In designing a computer assisted instruction game, the use of functional areas adds
consistency to the screen design and makes easier the learning experience. For
organizational purpose the screen should be divided into a certain number of functional
areas, which are to be constantly used throughout the game. This functional areas stay
static the whole time. The consistent use of certain screen areas for each function helps the
viewer maintain the orientation and minimizes the effort to determine the mechanics of the
game. In addition, the consistent use of areas eases the instruction as it allows the viewer to
concentrate on the game itself rather than on the mechanics of it. The student's eye should
be guided to the central part of the game, or to the area where the action is taking place. If
the distribution of the areas is balanced, the elements of minor importance should not be
distracting but helping. Visual symbols, text and graphics often complement each other and
their combination conveys a clearer message.
The communication power of graphics is huge, but there are factors than can
disturb it, color is one of them. Color will vary depending on the computer monitor
capability and even on the computer brand. Basic colors (red, blue & yellow) are known
for giving a more sharper image than those that require their combination. But when
considering other design aspects, the combination of those primary colors is needed, pastel
tones might be suitable, as they give a good effect.
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When developing instructional material, developers sometimes get so concerned
about the screen design itself that they end up loosing sight of their original instruction
purposes. As Jesse Haines states in her book Screen Design Strategies for Computer
Assisted Instruction:
Developers sometimes get so hung up on screen design that they lose sight
of their original instructional objectives, this preoccupation is often caused by the
desire to produce an "elegant" screen designs and computer graphics that will be
appreciated by the developer's peer's. Unfortunately, this elegance is seldom
perceived by students who have little or no knowledge of what it takes to put a
computer assisted instruction course together. In the worst case, as previously
mentioned, excessive use of virtual techniques can actually detract from a program's
teaching quality by causing students to "sit back and watch the blinking
lights"
when
they should be concentrating on the subject matter.10
But, good instruction packages require two-way communication, and need to
exhibit as much interaction as possible, as the viewer needs to be drawn into the subject
matter for the learning process to be fulfilled. Besides, high levels of interaction decreases
anxiety, which is a point that needs to be addressed when the instructional piece is being
done for older children.
A great aid when designing an instructional package is audio, particularly when
working with kids that are not familiarwith the game. Its main advantage is that it frees the
viewer from performing any extra tasks and allows them to concentrate on their visual
focus.
The complexity of hardware and software design will increase because of
technological advances, greater sophistication in programming and innovative discoveries.
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As this happens, programs will address multiple skills embedded in more intriguing
activities thatmay change the way we learn.
Robert Gagne in his book "Principles of Instructional
Design"
establish that the
elements of a good lesson are:
1. Gaining attention
2. Informing learner of the objective
3. Stimulating recall of prerequisite learning
4. Presenting clear and distinctive material to ensure selective perception
5. Providing learning guidance
6. Eliciting the performance
7. Providing feedback about performance correctness
8. Following the opportunity for additional responses, inform the learner ofmastery an
give further directions
9. Arranging variety of practice to aid future retrieval and transfer of learning. 4
Kids are attracted to colorful imagery, fun characters and soft sounds. Keeping in
mind the intended age-group, the color choice of the images were carefully selected to
reflect an intended emotion of a particular situation that can easily relate to the game's
audience. Even though some of the game's episodes may communicate a feeling of
sadness, it was still desired to present an overall atmosphere of fun and cheerfulness. This
was accomplished through the characters clothing and their verbal expressions.
Another design consideration that needed to be addressed is the choice of sound that
was needed to accompany the sequence of images. The decision to include sound along
with the images was based on the intention ofmaking the game more fun, persuading, and
attractive to it's intended audience. Simple direct dialogues for the different characters in all
of the games different episodes were written. Also, an easy-to-follow sound-script for the
narrator to introduce the viewer into the story was included. Finally, a continues stream of
background music was added. This musical stream was picked from LorenaMacKennitt's
23
album: "The book of secrets". This album was chosen for it is mostly instrumental and




This interactive sample game is a prototype, a quick demonstration ofwhat the final
software game could be like. The imagery in it is clean and nice, and the characters are
youthful and fun to watch. The game fulfills its purpose as the learning experience is
achieved, even tough the topics are not exposed deeply, they give satisfactory results for
the players in this age group.
The project was elaborated and time consuming, as every single piece was done
from scratch. The final product ended up being well done, but shorter than expected. This
became a concern at the beginning, but after testing it with a couple of kids, It was realized
that a nice short project in this case was more effective than a complicated long one. Kids





It is a fact, that there is a large amount of information given out by the media in a
daily basis about a variety of sensitive topics. Such exposure, is usually presented in a non
consistent way, making it harder for grown-ups to handle a particular sensitive issue with
a child. This can lead children to formulate their opinion about certain topics using the
wrong set of resources. To prevent this from happening, educators and parents have
realized that the best thing to do is to be prepared to answer all of those questions at any
time promptly and frankly. There has been a considerate amount of research done, a large
number of articles written and many web pages designed to address how to handle a
particular sensitive topic when talking with kids about it. However, most of this
educational material is not only mostly written for adults, but they treat each topic as a
separate unit. This project tries to deal with those topics as a whole, keeping in mind that
kids are the intended audience.
I feel very satisfied with the results of the project, even tough, I think this is just a
narrow example of what can be done. My main purpose was to show others a personal
25
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approach of an alternative methodology that can be implemented to teach kids certain
'hard'
topics in an easy, funny way. This project has fulfilled this purpose.
On this project, I applied most of the technical expertise I gained over the last year
of the master's degree. I also tried to capitalize on my artistic and design skills to enhance
the look and feel of the game while addressing an important issue. In this project my own
concepts were expressed, and a statement has been made that playing a game can be not
only recreational, but also educational.
There was a great acceptance of the game from the limited number of kids it was
presented to. Their advice and comments were highly appreciated and used to enhance the
final release of the game. Monitoring the kids reaction as they were playing the game, made
me realize how my theories on how to grab and keep a kid's attention were correct. Such
theories are based on the importance of choosing the right color, sound, attractive
characters, and providing interactively and quick answers when it comes to designing
educational games for kids.
In this first release of the game I encountered certain difficulties, some of which I
was able to fix and some others that still remain. Sound editing, for example, was a big
challenge. My own voice was used as a voice over and for narrating purposes. Even tough
I recorded several times the whole sound and I ended up choosing the best one of those
recordings, when hearing it, I still feel that my tone of voice was not the best and neither
was my pronunciation.
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Macro media Director 6.0, was used to connect all the different pieces of the game
together.While doing that, a variety of software malfunctions were encountered. Some of
those malfunctions were corrected and others were inherent in the Macro media product.
The former was concluded as a result of reading the manuals that came with the software
package, making a couple of phone calls to their technical support personal and talking to
some of my professors. A third problem that was encountered is the speed change of the
animations, as a result of running the game on different computers with different speeds.
As is, the game has only been fully tested and recommend to be played on a system with a
Mac 8600 specifications or higher.
Recommendations
This section will discuss a variety of recommendations to enhance the developed
game. First, it is recommended to test the game more extensively. This should be done by
first designing a survey. This survey will be complete by the players after testing the game.
In this survey the player will express his thoughts about the playing experience. Second,
the game should be tested using a larger pool of kids with different cultural backgrounds
and computer literacy levels. Then based on the result of the surveys, the game should be
modified so it becomes as universal as possible. Having a large number of kids testing the
game, not only help in detecting any software malfunctions, but also in determining which
parts of the game are successful, which ones need improvement and which need to be
dropped. It is also recommended to enlarge the game to make it address a larger number of
diverse and important topics such as race, wars, and human rights. By doing that, the game
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will become closer to being a comprehensive solution to help educators and parents address
a wide range of sensitive issues. Another enhancement that can be added to the game, is to
allow a player to choose his/her own character's gender as they navigate through the game.
This will help them relate more to the game's main character without compromising the
intended message behind any situation they may face.
Also, as any software package or a computer game, its acceptance is not only
dependent on its functionality, but also on its flexibility. The game should be improved to
run on a variety of platforms includingMacs and PCs, making it accessible to more schools
and homes.
Finally, the game different episodes were designed, keeping in mind, the current
culture of a certain age group at a particular time. This was done so today's kids can easily
relate to the different situations presented to them throughout the game. As time passes by,
although the intended message behind each episode in the game may remain constant, it is
important to modify the game to represent the kids culture at that time. It is also, equally
important as time passes by to keep taking advantage of the latest advancements in









THESIS PROPOSAL: SMART DECISIONS!
It is very often that parents and educators find themselves running out of words
when they are faced with a situation where they have to explain a sensitive topic to young
kids. Inmy thesis project I would like to make it a little bit easier for them. I plan to create a
series of educational animations for young people. The objective of those animations is to
present to kids issues that are hard to explain with words.
My thesis will be a story with one beginning and different endings. The path that
the story will take will depend on the responses provided by the player. In each path, tough
decisions will be made leading to different learning experiences.
The story will be presented as an interactive non-sequential animation. Depending
on the viewers response, a different sequence of animations will be displayed.
The process will progress through the use of stories and characters created by
myself. I intend to accompany my stories with instrumental music. The music will act as a
catalyst to express certain ideas by touching the viewers feelings. In implementing my
animations, I am looking to use various software packages available in the Mac platform
such as Director, Illustrator, Painter, Photoshop and others.
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Working in this projectwill allow me to apply a lot of technical expertise that I have
gained over the last year. It will also let me explore my artistic and design skills, while





Week 1 - Conduct a brain storm session.
Week 2 - Set the statement of the problem to be solved, goals, and benefits of the project.
Week 3 - Set the path to follow, determine the software to use and the degree of expertise
necessary for successful completion of this project.
Week 4 - Write a thesis proposal.
Winter Quarter
Week 1 - Conducted a more detailed and comprehensive literature research that will add
focus to the project.
Week 2 - Create a realistic implementation plan. Divide the project into smaller sub tasks.
And devolved a time table that includes target dates for completing each sub-task as well as
the entire project.
Week 3 - Write the main plot of the game.
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Week 4 - Write a story with different paths and try to represent different representations.
Week 5/6 - Define the main characters of the game, create them in paper, and draw them
in the computer.
Week 7 - Develop a navigation map.
Week 8 - Create a story board.
Week 9 - Create the design of the game's main display window.
Week 10 - Design The different graphical user interface (GUI) buttons.
Week 11 - Developed the staging window's different backgrounds to match the games
different episodes.
Week 12 - Add the previously implemented characters to the different episode's
backgrounds as appropriate.
Spring Break
Week 1 - Assert remaining schedule is achievable.
Week 2 - Re familiarize with Lingo and Director.
Spring Quarter
Week 1 - Design Program using Lingo and Director.
Week 2 - Arrange sequences.
Week 3 - Implement sequences.
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Week 4 - Implement scripting.
Week 5 - Record the sound. Narrator and characters' scripts and music.
Week 6 - Associate all the image frames with its corresponding sound clips.
Week 7 - Minimal amount of testing is to be conducted, for quality assurance (QA)





Short graphic-introduction of images superimposed by a music-over leads the
viewer to the introduction of the game.
Introduction of the game
First, there is a still image of a living room and a group of kids watching TV. The
names of the three kids appear on the screen with little arrows, so the player can identify
them. While this happens, the voice-over explains to the players how to play the game.
Start the game
The three kids are watching TV, when the front door bell rings. A classmate has
come to invite them to a party . Later on, the three kids go to the party in one of their
mothers car. As soon as they arrive, they greed everyone and approach a window, were
they remain for a while talking to each other. While talking, one of the girls confines to her
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friends that a boy has ask her to go out on a date with him. Even tough there is excitement
about the news, the girl who has been asked out is worry about all the decisions she will
have to make, and she tells her friends about her concerns. At this point, the events
described by navigation map 1 take place.
Continuation of the game
The three kids start dancing and a boy approaches one of the girls and offers her a
drink. Then the events described by navigation map 2 take place.
Continuation of the game
Tired of dancing they will walk throw the room and stop next to the stairs. They
will talk about their friendship and how proud they are of it. Then the events described by
navigation map 3 take place.
Conclusion of the game
After the long night of talking, the kids realize that it is time to go home. The
mother of one of them might already be outside waiting for them or at least will be there
soon. One of them goes to the window and sees the mother arriving to the parking lot. The




The four snap-shots shown on this page, along
with another eight snap-shots shown in the
next two pages represent the lead-off animation
of the game.
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Throw this animation, the main goal of the
game is stated as well as the meaning of all the
different buttons of interest that aloud the user
to communicate with the game.
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At the end of the lead-off animation the user is
faced with a choice of starting the game or not.
If the user decides to start the game, an
introductory animation is presented. Throw this
animation, the game main characters are
introduced. This animation piece is represented
by the following eight snap-shots starting on
this page.

This page include snap-shots of an animation
that takes the game's main characters to a
friend's party. It is during this party that the
different situations represented by the
navigation maps shown in appendix B are
carried out.
The snap-shots shown on this page and the
next present a transitional animation to the
situation represented by the first navigation
map, shown in appendix B.l.
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This page includes snap-shots that describe the
right branch of the first navigation map.
The snap-shots included in this and the next











The images on this page act as a transitional
animation to the situation represented by the
second navigation map.
The images on this page and the next describe
the situation represented by the second
navigation map.

The nest seven images starting on this page
describe the situation represented by the right
branch of the third navigation map.
The last image on this page represents the
beginning of the situation represented by the




The following seven images starting with the
first image on this page describe a transitional
episode that leads the player to the end of the
game.
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Stating with the last image on this page, along
with the following five images describe the
credits portion of the game

The images on this page describe the help menu
that can be invoked by pressing the sun symbol
throughout the course of the game.
The images on this page describe the final stage
of the entire game in which the user decides to
















































































C.2. Game's Display Window
C.3. Staging Window
C.4. Graphical User Interface (GUI) Buttons
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